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(54) Gaming device with Interactive electroluminescent display 



(57) Gaming devices with electroluminescent Illumi- 
nation displays wherein the state of the electrolumines- 



cent display \s changod in rocponso to active Input by a 
player and/or events occurring during the play of the 
game. 
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Description 

[0001] The present invention is directed to gaming de- 
vices and. more particularly to gaming devices compris- 
ing interactive electroluminescent lighting displays. 

BACKGROUND 

[0002] Gaming devices, known In the art, aretypteaUy 
rauminated, whfle they are being played, and sometimes 
in an •attract mode - . The -attract mode" Is typically a 
repetitive sequence which is designed to attract poten- 
tial players and passers-by to play the gaming device. 
Providing flashing fights and sounds In response to dif- 
ferent events occurring during the play of a gaming de- 
vfce is also known. 

(0003] Electroluminescent lamps have been utilized 
for different types of fighting such as pota-of -purchase 
advertising displays. Electrc^urranescent temps are de- 
sirable as they provide a very attractive form of fighting. 
Since previously known uses of electroluminescence 
have typically been in an attract mode, ft would be de- 
sirable to utilize the desirable aspects of eJectrtXumines- 
cent fights in a more interactive form with gaming devfc- 



SUMMARY OF THE INVENTION 

[0004] Various embodiments of the present invention 
provide gaming devices with at least one electrolumi- 
nescent display wherein the electrotuminscent display 
is changed in response to active input by a player and/ 
or events occurring during the play of the game. For ex- 
ample, the electroluminscent lighting displays can be 
changed, within the scope of the present Invention In 
response to the amount of a wager by a player, e.g. the 
placement of a maximum wager by a player, upon the 
occunence of a certain outcome on a primary, second- 
ary andAx subsequent random event, upon receiving 
certain Input from a player to indicate the status of fea- 
tures of a game such rw the paySnes on a m^^ 
One slot machine. highlighting a particular game event 
or game payout, the activation of asecondaiyevent,etc. 
As used herein, the word "changed" when used In ref- 
erence to the state of an electrctumkiescertcfisplay de- 
vice 'rncficates that the display Is extinguished, ituminat- 
ed, or the Blumination is modified, for example made 
brighter or dimmer. 

BRIEF DESCRIPTION OF T HE DRAWINGS 

[0005] Figure 1 illustrates an electroluminescent pay- 
line used with one embodiment of the present invention. 
[0006] Figure 2 aiustrates one embodiment of the 
present invention. 

[0007] Figure 3 illustrates a status display of one em- 
bodiment of the present invention. 
[0008] Figure 4 illustrates a payout indicator of anoth- 



er embodiment of the present invention. 
DETAILED DESCRIPTION 

5 [0009] The various embodiments of the present in- 
vention combine the attractive features of electrolumi- 
nescent lic^ning devices wrth the interactive excitement 
of gaming devbes by providing gaming devices with in- 
teractive electroluminescent lighting which changes in 

io response to active Input by a player andAx events oc- 
curring during the play of the game, Le. during the play 
mode of a gaming device. As used herein, the torm "ptay 
mode" te meant to distinguish the active play of a gaming 
ctevice from an •attract mode" wherein a game may be 

is on a oreoroorammed. continuous and/or repetitive fight- 
ing, sound, or demo sequence prior to the commence- 
ment of an actual game in order to attract players and 
potential players. 

[0010] According to various embodiments of the 
20 present Invention, electroluminescent ighting Is 
changed In response to active input by a player or In 
response to events occurring during the play of a game. 
As used rwreth, the term "actto 
cate a conscious decision by a player which is intended 

6 to or has the ability to affect the outcome cif game. "Ac- 
tive Input", as used herein, does not Include the Initial 
decision of a player to simply play a particular game or 
gaming device, or the act of wagering the minimum 
wager required by the game or gam 

so ptay. For example, the electroluminescent fighting dis- 
plays can be changed within the scope of the present 
invention in response to the Input of a player to hold cer- 
tain cards, toe input of a player to affect otrwr indicia of 
a game such as selecting from available cotions, upon 

35 receiving certain other input from a playor, tho wagerir>g 
of a predetermined amount such as a maximum wager 
or a wager above some predetermined amount by a 
playor. the occurronco of a certain outcomo on a prima- 
ry, secondary or subsequent random event, to Indicate 

40 the status of features of a game such as tho active pay- 
Stkjs on a muftipk) paytino slot machine or in conjunction 
with other intermediate or final events occurring during 
the play or at the end of a game. 
[0011] Figure 2 illustrates one embodiment of the 

45 present trrventidn. though from the present description, 
those skilled in the art win appreciate that alternative em- 
bodiments may be utilized without departing from the 
scope of the present invention. The embodiment Illus- 
trated In Figure 1 comprises a gaming device 100 with 

so a primary gaming unit comprising a three-reel stot ma- 
chine having primary display 110. control buttons includ- 
ing BET MAX button 130, CHANGE button 132, CASH/ 
CREDIT button 1 34. BET ONE button 1 36, SPIN button 
138. and SPIN THE WHEEL button 140. In addition, a 

66 coin slot 114, currency validator 118 and payout chute 
120 are provided. Additionally a secondary event dis- 
play 150 and a multiplier 160 are provided. While the 
illustrated gambling device is a very popular gambling 
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device with a secondary event the advantages of the 
present Invention can be en joyed with gambling devices 
of other forms, including those without secondary 
events. 

[0012] In accordance with this itustrated embodi- 
ment electroluminescent Bghting displays are provided 
in a ring 170 around the secondary even indicator, in a 
loop 1 82 around the left reel, a loop 1 84 around the cent- 
er reel and a loop 186 around the right reel These elec- 
troluminescent Bghting displays are changed when the 
secondary event is activated and/or when a predeter- 
mined symbol \t displayed on one of the reel displays. 
(00131 According to another preferred embodiment of 
the present Invention, different payfines are provided 
with different electroluminescent lighting displays. Fig- 
ure 2 illustrates a reeMype display 200 with five pay- 
Bries. A fin3 electroluminescent fighting display 205 Iflu- 
minates a first paytine in a first color, a second electro- 
luminescent Bghting display 210 ffluminates a second 
payfine ki a second color, a third electrolumhescent 
Bghting display 215 Kluminates a third paytine fai a third 
color, a fourth electiotumirtescent fighting display 220 il- 
luminates a fourth paytine In a fourth color, and a fifth 
electroluminescent lighting display 225 flluminates a 
fifth paytine in a fifth color. These differed payfines are 
ifluminated In response to different images placed by a 
player. Additionally, the WINNER RAID window 230 and 
CREDITS window 240 can also be provided with elec- 
troluminescent lighting display. According to one pre- 
ferred erribocfirnent of the present Invention, at toast one 
efectrcfumlnescent fighting device Is Hluminated In order 
to indicate the payfines which are active. 
[0014] According to another embodiment of the 
present invention, one or more electroluminescent light- 
ing devices are Illuminated and extinguished In se- 
quence when a player obtains at least one of a plurality 
of outcomes on said gaming device. For example, C a 
player attains a certain payout then one. and preferably 
a plurality of electrotuminescont dovicos ore ilhjmhated 
and extinguished In sequence. According to an attema- 
Uve embodiment of the present invention, the state of 
the electroluminescent display device can be randomly 
controlled during the play of a gaming device. VVhlle this 
illustrated embodiment comprises five payfines with five 
different colors, the advantages of this aspect of the 
present fcwention can be realized with two or more pay- 
fines. 

[001 6] Figure 3 illustrates another use of the electro- 
luminescent Bghting display on a status display useful 
with a gaming device. On the illustrated display a first 
status indicator 310 INSTANT LANE BONUS* is Blurro- 
nated when a lane bonus is available to a player. Elec- 
troluminescent lighting display 31 0 fe then extinguished 
when a player quaBfies for a second feature and a sec- 
ond electroluminescent Bghting display 320 indicating 
'SPINNERS PAY $$$" is fltuminated. Similarly, electro- 
luminescent lighting displays for "MATCH THE SCORE 
BONUS* 330. "SPIN THE WHEELS' 340 AND "SPIN 



THE BONUS REEL" 350 are extinguished and atumi- 
nated sequenually. Figure 4 illustrates another aspect 
of the present invention wherein a display indicator com- 
prises payout indicators 410 which are Hluminated with 
s an electroluminescent Bghting display when the player 
wins a specific award. 



Claims 

10 

1 . A gam rig device which is fltuminated differently at 
different times during the ptey made of the gaming 
device by a player comprising: 

at least one dectroluminescent lighting de- 
is vice comprising at least two states of Blumrertion, 
wherein the state of said electroluminescent Bghting 
device is changed in response to active input by a 
player. 

20 2. A gaming device according to claim 1 wherein (he 
state of said electroluminescent fighting device is 
changed In response to at least one event occurring 
during the play of the gaming device. 

2S 3. A gaming device accorolng to claim 1 wherein said 
active Input comprises wagering an arnount greater 
than the minimum amount required to play the gam- 
ing device. 

so 4. A gaming device according to claim 1 wherein said 
active input comprises wagering the maximum 
wager by a player. 

6. A gaming device according to datm 1 wherein said 
35 adivo input cornpnsos player input to change, hold 
or select a displayed symbol 

6. A gaming device according to claim 1 wherein said 
active Input comprises wagering a portion of win- 

40 rungs during the play mode of a game. 

7. A gaming device according to claim 1 wherein said 
active input comprises the player depressing a but- 
ton to select at least one of a plurality of options. 

45 

a A gaming device with is illuminated cfiflerentry at dif- 
ferent times during the play of the gaming device by 
a player comprising: 

at least one electroluminescent lighting de- 
so vice comprising at least two states of illumination, 
wherein the state of said electroluminescent Bghting 
device is changed in conjunction with at least one 
event occurring during the play mode of the game. 

ss g. A gaming device according to claim 8 wherein said 
event comprises the activation of a secondary 
event 
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10. A gamng device according to daim 8 wherein said 
event comprises a win on at least one payfine. 

11. Agamingoeviceacccrc&igto^ said 
event comprises receipt of a randomly determined 
outcome which qualifies the player lor an award. 

12. A earning device which is flluminated differently at 
different times during the play of the gaming device 
by a player comprising: 

at least one electroluminescent fighting de- 
vice comprising at least two states of iflumination, 
wherein said electroluminescent fighting device il- 
luminates at least one payline. 

13. A gaming devk» according to claim 
electrduntiriescentBghti^ 
fafityof payfines. 

14. A gaming device according to daim 12 wherein said 
electroluminescent Bghtjng device Bluminates at 
least two different payfines with different colors. 

15. Agamng device according to claim B wherein said 
electroluminescent fighting device b Bluminated in 
response to input from a player. 

16. A gaming device according to claim 8 wherein said 
event b randomly determined. 

17. A gaming device according to claim 1 further com- 
prising: 

means for receiving a wager; 
means for randomly determining at least one of 
a plurality of possible outcomes, said determin- 
ing means providing at least one signal corre- 
sponding to the determined outcome; 
wherein said an electjoluminescent fighting de- 
vice b operativefy finked to said determining 
means whereby said electroluminescent light- 
ing device is changed in response to said sig- 
nal. 

18. A garrar^oevk* according to c^ 
electroluminescent fighting device b finked to a dis- 
play which comprises at least one reel display. 

19. A gaming device according to claim 8 wherein said 
electroluminescent fighting display which cornpris- 
es at least three reels. 

20. A gaming device according to claim 8 wherein said 
electroluminescent fighting display b finked to a dis- 
play which comprises a video display. 

21. A gaming device according to claim 8 further com- 
prising a secondary gaming unit comprising means 



for displaying a randomly selected second indicia 
from a plurality of possible secondary indicia. 

22. Agamiigdevk»accordir^todaim21 wherein said 
5 secondary gaming unit comprises a wheel. 

23. A gaming device according to claim 1 further com- 
prising a secondary gaming unit comprising means 
for displaying a randomly selected second kxfida 

10 mm a rdurafitytf possible seco^ 

24. Agamrg device according to claim 23 wherein said 
secondary gaming unit comprises a wheeL 
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